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WARNING: READ BEFORE USING YOUR PLAYSTATION ' 1 GAME CONSOLE. 

A very small percentage of individuals may experience epileptic seizures when exposed to certain 
tight patterns or Hashing lights. Exposure to certain patterns or backgrounds on a television screen 
nr while playing video games, including games played on the PlayStation game console, may 
induce an epileptic seizure in these individuals. Certain conditions may induce previously 
undetected epileptic symptoms even in persons who have no history of prior seizures or epilepsy. 
If you, or anyone in your family, has an epileptic condition, consult your physician prior to 
playing, if you experience any of the following symptoms while playing a video game - dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, any involuntary 
movement, or convulsions - IMMEDIATELY discontinue use and consult your physician before 
resuming play. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation game console to a projection TV without first consulting the user 
manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage 
your TV screen. 

USE OF UNOFFICIAL PRODUCT: 

The use of unofficial products and peripherals may damage your PlayStation game console and 
invalidate your console warranty. 

HANDLING YOUR PLAYSTATION DISC: 

* This compact disc is intended for use only with the PlayStation game console. 

* Do not bend it, crush it, or submerge it in liquids. 

* Do not leave it in direct sunlight or near a radiator or other source of heat. 

* Be sure to take an occasional break during extended play. 

* Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective 
case when not in use. Clean the disc with a lint-free,, self, dry cloth, wiping in straight lines 
from center to outer edge. Never use solvents or abrasive cleaners. 
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Great news! You do 

FINAL FANTASY' IX. The in-game help provides all 
the information you need to play the game. While in 
the Menu Screen, press the SELECT button, and a 
moogle named Mogster will appearand explain 
everything you need to know, this same method ran 
be used to explore all of the menus and options. 

During battle, pressing the SELECT button will show 

need this manual? Because i: has hints and other useful information that wilt help you enjoy FINAL 
FANTASY IX to i he fullest—sort of like a mini-strategy guide. Refer to this manual before starting and 
while you play. Enjoy the garnet 






















GETTING STARTED 


disc cover 
RESET but Ion 
POWER button 


LOADING A SAVED GAME 

Insert a MEMORY CARD containing saved data into a MEMORY CARD 
slot, then start up lu; game as above. On die Title Screen, use die directional buttons so highlight 
<Corilinue> : . i hen press the © button. A menu of saved game data will appear. Select the data to 
load, then press the © button to confirm. 


rOWER indicator 
Controller port I 


OPEN button 
MEMORY CARD slot I 


Set up youi PlayStation* game console according to the instructions in its instruction manual. Make 
sure the power is off before inserting nr removing a compact disc. Insert disc I of FINAL FANTASY'" IX 
into your PlayStation game console and dose the disc cover Insert game controllers and turn (lie 
power on, the Title Screen will appear after an.opening movie sequence, he opening sequence con 
be skipped at any time by pressing the © button. 

BEGINNING A NEW GAME 

On the Title Screen; use the directional buttons Lo highlight <New 
G ame>, then p re ss t h e © b u tt o n i o beg i n. 




SAVING A GAME 

On the Field Map, you will encounter certain moogles who will allow 
to save your game. On the World Map; you may save a I 
a moogle with the til button. When changing discs, you 
to save your game. A MEMORY CARD with at least one 
required lo save a game. 

ENTERING NAMES 

During the game, you will encounter several characters. When you first 
meet certain characters, the Name Input Screen wiil appear At the Name 
Input Screen, you may <Confirm> the existing default name, or choose a 
name of your own. To enter a name, highlight letters by moving the cursor 
with the directional buttons, then press the © button lo confirm die letter 
selection. Any mistakes can be deleted by pressing the ® button, When 
yon have finished naming your character, move the cursor out of the 
letters box with the directional buttons and select <Confiim>. Press the 
© button to finalise your character's name and continue the game. 

CHANGING DISCS 

When you reach the end of a disc, you will be prompted lo open the disc 
cover, remove the current disc, and replace i! with the specified disc. 

Do not turn off the power when switching discs. 


I—f [B 


























































BASIC CONTROLS 


L2 button 
U button 


directional button' 


SELECT button 


left stick — + 


ANALOG mode switch/LEP 



r~ * -i\ 


rsC 

A 

m 

t 


-L 


R2 button 
R] button 

L tji button 

■0 button 

■ 0 button 

© button 


+-** right stick 


START button 



NOTE: 

yrxu ciinhral Ifr looks 
Ji^r'hls L'-CiiM* i ovt 

iliH.:-" nstrutnons 
-'i rhf Mlwins ch "is. 


The controls for FINAL FANTASY IX will change depending on 
which screen you are in. Please refer to the following charts for 
the control layout for each of the different screens. 

* : l: l.Iiom r<T will uhlier w^lk or mn duix/riiline on how Id rl he I-lTl tilkh is pushed. 

* Button configurations can lie changed in riiu Coritig Menu, 

* ' mn i In: vibration Function ol the DUALSHOCK™ analog controller ON,■OFF in the Config Menu 

* The h*fl and right stkks oh lu L DUALSHOCK™ analog controller can be used only when ihe L.LD is lit. 

* The vibration function of the DUALS HOCK™ analog controller ran be used even when the I faD is oil. 

* |¥cb#! Ifie LI. U. Ftl, Ri, SELECT, and STARTbultros sinulbtneoHsly to perform n Soft Resei, reri*r.ringrhi- g/nrm ro rln: T rk: Snmi 


BATTLE SCREEN 


directional I) u I ton *, 
left stick 

© hiUlnn 

O fa niton 
© bnllon 
© button 
LI button 
1 2 button 
m button 
SELECT button 
START button 


Cursor movement. 

Cursoi movement 
Cancel. 

Confirm. 

Cycle to d Jilfeielit icddy J:nhn. lu 

Hold down to dear a I windows 
View previous page / Select single or multiple unguis/ E-scapc I nun battle jwhun held down with 
Display/cancel Target Window. 

View nent page ■' Scki i s'riglcor emit ink lareeiyEiCJiK. 1 hum U. 1 1 1 i l 1 IwJier, held down with LI bj 
Display Help /Caned Help. 

Cause. 



Ill button), 
rton | . 


TIP: Use the SELECT button during barile to check a:: hern's effect 


BASIC CONTROLS 


MENU SCREEN 


directional bullous Cursor movement / Select sina'e or multiple party members when using abilities. 


left stick 
©button 
© tuition 
lit button 
LI button 
R L button 
5ELEC1 button 
Start but tun 


S ■ ■ , ■ 

4 H| r 1 - -TSH ■ - 

rw 

* 

U .-nri -4 
£ -v, ■< 

fcT. 


Cursor movement 
Cancel. 

Co* Iiiri i lJisp: ay al ii lily I: st |on yii.il us Street h. 

Switch between A hi ily and Equipment Menus. 

Charge characters / 1 View next page/Select tingle or multiple party members when using nb I i ties, 
v li.irni: ' lur-ai.lor^.'View previous page/'Sek'd. singly m iimlludc pnily memhen>when using. ihl ties 
Display Help / Cancel Help. 

Confirm l.'jIL'.iri seleniyn |only on Liu hi or n Controller S'.ro-trjt in I hr: Config .Ml: pul, 



rfTs ’r;:v ’ 


FIELD SCREEN 


directional buttons 

Character movement. 

left vtirk 

Charade? movement. 

© button 

Hold down ro walk Tor run, il set in Config Merul when pressed with directional butlon / 


Cantel 

© button 

Em n i ne / l'al k / Con firm. 

© butlor 

Open Main Menu. 

© button 

Esa mi ne / Tal k / Cqnfir m / Chal leriae a mi d pi ay e r. 

SELECT button 

Display HERE icon / View ATE. 

START button 

Ri use. 

WORLD MAP SCREEN j 

ilirei tion.il button*, 

Cha i ar 1 1 ; i movement / Change I.fi rft 1 Tij-n and :jli trade of airship. 

left stick 

C ha i actsr movement / Ch ange d i rectic r, and all i I ode of a i rsh i | >. 

riglhl stick 

Move vehicle Forward,- backward. 

© button 

Exit vehi£|e, 

© button 

Enter bu 'dings .' Ride vehicle / Move vehicle forward. 

© burton 

Dpcri Mu in Menu /Move inside lhu vehicle. 

!■' button 

Call moogle/ Move vehicle backward. 

LI butlon 

Rotate map clockwise, 

L2 button 

1. oc k/u 11 !i )!>: ra me i a tot al i in. 

Ri button 

Rotate map counterclockw'se. 

R2 button 

Switch perspective. 

SELEC 1 button 

Toggle navigation mop, 

START button 

Pause. 




TIP; Press. I he 0bu I ton when ike large navigation nap ion the world map! is displayed to check the control? 
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MAIN CHARACTERS 



The eight main characters oF FINAL FANTASY IX each have their own views, goals, abilities, 1 
and oui looks on Silo. See how their paths cross and ailed the outcome of the story. 


ADELBERT 

STEINER 

I laving sworn fealty, 
jjn List I spend my life, ; 
in servitude? 


ZIDANE TRIBAL 

You don't need a reason Id 
help people. 


VIVI ORNITIER 

\ low do you prove (hat 
you exist? Maybe we 
don't exist. 


CARNET TIL 
AL! XANDROS 17 " 

Someday I will be queen, 
but I will always be myself 


TIP: Remember the Information mentioned by townspeople or found on bulletin boards 
in various places: tt may come in handy during battles with certain enemies. 



MAIN CHARACTERS 





AMARANT 

CORAL 

The only 

dependable thing 
about the future is 
uncertainty. 


GUINA 

QUEN 

I: do what I: want! 
You have problem!? 


FREYA 

CRESCENT 

To bo forgotten is 
worse than death.- 


EiKO 

CAROL 

I don't wanna be 
alone anymore. .. 


TtP:Kunl down the brigs hist 10 receive a hi^h wore in Lindblumt Festival of the Hurt Also, ir, the Business District... 
























ATE-ACTIVE TIME EVENTS 


Active Time Events., which occur throughout the story, allow you to see 
what other characters are doing. When the ATE icon appears at the bottom 
left portion of the screen, press the SELECT button to view the event 
(If the text is gray, the event is shown automatically 1 You cart still follow 
the story and finish the game without viewing any ATE, but they provide 
d i ffe ren t pe rs pec t i ve s a n d tev e al deepe r i nsig h ts a bou t the ch a racte rs. 


ACT; VO £VWT 


ACTIVE TIME EVENTS CHANCE ACCORDING TO YOUR CHOICES 

he ATE menu changes depending on which ATEs you have already seen and what actions you have 
taken, The images below illustrate such an example. Conversations may change after viewing an ATE. 
Try different options to experience different results. 


Example of an ATE change; 


Waving lefr after view ing " I re no I ra(i:rion 


Mov|i\g left after viewing "Ambiiion’ 


_ 




- 


Moving left without vJewJjig either event 


TRAVEL THE WORLD 


The story takes place ir, an expansive world. Explore carefully so you don't miss anything. 

TALK TO PEOPLE AND INSPECT EVERYTHING 

You must speak with many characters and examine various locations to 
progress in the game. In locations where there are things to inspect 
(like treasure chests, bulletin hoards, and ladders), an exclamation 
.point "Field Icon" will appear over the character's head (press the 
© button or® button to acquire items, view useful information, 01 
climb ladders). In locutions where a choice must be made, a question 
mark 'Field Icon" will appear. 


HERE ICON 

Each time you enter a new Field Screen, 
the HERE loon (a pointing hand) will 
appear briefly over your character, 
indicating your position. This feature can be fumed 
off in the Con fig Menu, 


If you ever become lost on the Field Screen, press 
the SELECT button to make the HERE Icon appear 
temporarily. 


TtP: When you equip nn item. niro. Elem-Dcf raks precedence over Elem-Atsorb. 


TiP: Some of i he rare items yog buy in Trent* »u< tiom ran be wifi 4 a < ertaln location 



































BATTLE SYSTEM 



Understanding the battle system and acquiring new abilities will allow you to deteal any enemy. 


TO WIN A BATTLE 


This game uses the Active Time Battle fATB) system, in which each character has an ATB Gauge. 
Only ei character with a lull ATB Gauge can be issued commands. Each character has a different 
set of commands. To win bailies, consider which commands are effective for each situation. 


READING THE BATTLE SCREEN 

I ) C u rsor; D is p layed a ve r the c h n m ctu r I ectl n£ i he t di n m a nd . 

?l Commands: Every charauer has ‘Attack 1 and "Item" commands. 

Ti HP (Hit Points) f MP (Mu^lc Points); Chatackrs wfvisc HI 5 reudi 
■I' are KO'd and cannot join battles. Abilities, use MR 

4) AT It Gauger Refills over time. You may issue a command only to 
rim rafters whose ATB Gauges ate full 

5) Trance Gauge: trance power accumulates when you receive 
damage from enemy attacks, when The 'itance Gauge I hm nines 
furl. The character will enter a ranee (page Ilk Ihe Trance 
Gauge will not appear unlit aftera certain event. 



HELPFUL HINTS 

Switch Turns with the ® Button 

II several characters are ready to take action, pi ess ihe® button to swfech to the desired character. 

Escape with the LI and RE Buttons 

You may be able to escape from a battle by pressing the Li and Rl buttons simultaneously, II may take a brig time: in 
escape from the enemy during which you will' be open to attack I There an? same enemies from which you cannot escape.) 

Open the Target Window with the L2 Button 

Press i lie L2 billion io open the Target Window. This allows yon to select your miger by name. 

Press the SELECT button for Help 

The Help Window will display inform ation on various commands, effects of magic and items, arid more. Press ihe SELECT 
button ngnin to hide the Help Window. 


TIPs Keep tliarailei* with lower .>■: -ik k. pawn In walling by >r entering any rommandv 
This way. they will be ready to assist you In an emergency. 




BATTLE SYSTEM 


COMMANDS CHANGE DURING TRANCE 

When a character's Trance Gauge reaches 
full after an enemy attack, that character 
will go into trance. In addition to increased 
attack power, the character will have 
special attack commands during fiance 
(see be!owl. You may want to fill up the 
Trance Gauge us much as possible before 
figh ti ng st rong en em i es t o ensu re a rance 
during that battle. 

Zidane's Trance Vlvi s Trance 


Normal 


Trance 


Normal 


Trance 


i k ill command changes to Dyne. 

Zidane can use special attacks during Trance. 


! ho Hlk Mag command changes fr; obi Hlk 
Vivi can use magic I wire in d row dosing trance. 


HOW TRANCE POWER REACHES 0 

Trance power decreases every time the character in France takes an action. 1 ranee ends when 
the gauge reaches 0. The Iranee Gauge will also drop to 0 if: 

1) The character is inflicted with Zombie status, or 

2) The battle ends while the character is in Trance. 


DR: Any EXP received after ,i battle art divided equally aiming party member-. At 1 are mil, 

































CHARACTER STATS 


I 


W-': '■ 

When characters level up, the values of their stats increase. 
These values will also change when you equip different items. 

Speed: Speed determines how fast the character's ATB Gauge 
lilts up Ithe higher the value, the Taste the character can act). 

Strength: Strength determines the severity ol a physical attack. 

Magic: Magic determines the amount of damage caused by 
magic and summon attacks. 



^ f !■«■«* $ ■ i r? 

^ LIjhiii.n j E'lr' 
' Oik StJfi 
' Cyp'HPii F’!* 


Spirit: Spirit affects the characters attack, and defense. Higher values enhance your ability to Steal, 
Counter, and deal critical damage. Also, The characters Spirit determines how long status effects 
remain and how quickly t he Trance Gauge tills. 

Attack: Attack determines the amount el damage the character deals using physical attacks. 
Defense: Defense reduces the amount of damage the character receives from physical attacks. 
Evade: Evade determines the characters ability to dodge physical attacks. 

Magic Def I Magic Defense ): Magic Def reduces the amount of damage ihe character receives from 
magic attacks. 


Magic Eva |Magic Evade): Magic Eva determines the character's ability to dodge magic attacks. 





- •- 


•*r 
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STATUS EFFECTS 



Status effects occur when a character's status is changed by a spell, item 
o r attack. Certain st a 1 1 j s ef f c cts a re be nefi e i a I , wh 3 \ c oth e rs a re harmful. 
When you use items or spells that cancel !oi invoke) status effects, 
you can. view your parly members' status effects in the Status Window. 
Some status effects will expire after a short while, others will be 
cancelled at the end of a battle, and some will continue to affect the 
character even after battle; Learn which status effects damage your 
characters, and t rea t the m accordingly with spells o r i 1 e m s . 



BEWARE OF THESE STATUS EFFECTS 

I' Status effects that disable the entire party: If all allies are afflicted with KG, Slop, Petrify, or Venom, 
the game ends. 

2\ Status effects that stop growth: If a character is affected by KO, Petrify, Virus, or Zombie, he or she 
stops receiving F.XPand AP, halting growlh, 


BENEFICIAL STATUS EFFECTS 


Name 

Icon | 

Effect 

Gin CnlLi lion Method 

Auto Life 



Target recovers from KO. 

Dispel, target recovers from KO. 

Rege n 


□ 


l a i got '; I- 1 P grad uial 1 y re cov ei, 

Dispel, effect expires. 

Haste 


TJ 


; Speeds up the AIR Gauge. 

Dispel- effect expires. 

Float 


V 


lam.irl ll< i.'jIs ill eIui.'j': Avoid: |j, il: .1 1 1 .in k ; . 

Dispel, effect empires. 

Shell 

Protect 


E2 

o 

Reducestargets damage from magic quacks. 

Reduces target s damage from physical a tract;;;. 

5 

Dispel effect empires. 

Dispel, effect expires. 

Vanish 


H 1 f 

7|.r 

Target avoids physical attacks. 

Dispel, target hit with magic, effect expires. 

Reflect 


J 

Reflects magic home magic cannot be reflected). 

Dispel, effect expires. 


TIP: You gain only AP trom enemies you have defeated by using Petrify and-br Stop. You wilt not receive any EXR Gil, or Items, 


STATUS EFFECTS 


HARMFUL STATUS EFFECTS 


Name 

Icon I 

Tffect 

Cancellation Metlmd 

Confuse 

| A 

1 : .1 

B 

■ 

target cannot be controlled and randomly 

attacks enemies or allies. 

. . . ' " "* " 

■ Esuna, physical attack 

Berserk 


□ 

l 

Target's attack power in urease;, but they cannot 
be controlled and attack enemies continuously. 

Cysahl Greens. 

Stop 


& 


laiget stops and cannot be controlled. 

Dispel, Remedy. 

Poison 

Sleep 

& 

Target's HP gradually decreases. 

Antidote, Lsuira, Panacea Remedy, e fleet expires. 

m 

• 

target falls asleep and carmot tit: controlled 

EXuiia. physical attack, effect expires. 

SI ow 




Puget's MR Gauge nils more slowly. 

Dispel, effect expires. 

Heat 


ir-t 

■ 

target is KGd i; an action is taken, 

Epuna, elfec l expires. 

Freere 

E3 

f argot freezes and cannot be controlled, 

Target b KO'd if attacked: physically. 

f-’siiiia, elfi-i I expires, 

Mini 


& 

Targe I: shrinks. Attack and dele rise powers decrease. 

Mini, bsuna. Remedy. 

Death Sentence 

— 

Target is KO'd when counter reaches It. 

None lend lfn.: barllc before counter retires (H 

Gradual Petrify 

Petrify 

, 

I 

□ 


Target becomes petrified when counter i cac ti us 
| Target turns to stone and cannot be controlled. j 

Sterna, Esstma lend battle felore counter reaches 0-1. 

1 ■ ; .. . 1 . . • ; ■ 

St on a, Remedy, Soh. 

Vc-ricin i 

i 

i 

. 

□ 


Target cannot be controlled due to strong poison. 

MF and MP gradually decrease. 

" 

j Remedy 

Virus 


□ 

Target stops receiving EXP and AP. 

1 

Vaccine. 

Si'ente 


m 


Target cannot: use magic. j 

Esuna. Echo Screen, Remedy. 

Darkness 

Trouble 

• !■; 




Target is blinded; accuracy of physical attacks 
decreases.. 

Eisuna, Eye Drops, Remedy. 


All pf the target's allies receive 1.2 the damage the 
target receives from an enemy attack. 

Annovntment. 

p 

Zombie 


& 


Reverses effects of recovery items and spells. 

.VI agic Tag. 

KO 

i . 

1 

Target cannot participate in battle until recovered. 

Life, Auto-Life. Phoenix Down, Phoenix Pinion. 

[__—____ 


' When in Trance, a] I harmful status effects other than Petrify, Zombie, and Virus .ire cancelled 


TIP: When; an ilom is stolen, you Lannqi recover ii. Deteoi enemies i bar have Larcenous tendencies lint. 






























































ABILITIES 


Using your Abilities wisely is the key to victory. 


TO USE AN ABILITY 

Equipping certain items brings out the characters' dormant abilities, which they can then use. 
Until the character learns the ability, he or she can only use it while the ileni is equipped. 


You tan select items according to what ability you want your character to learn, or equip them 
only when you need to use a certain ability. 


j —^ ’ V ci£ a yi 

: • ** .V* •£*» ‘4£ *1 ! M-:* £ P e XR ■ 

.r . 


* Armey 


r *UcHy $*v*n 

’TTTffi * 


W h L’ri urn item is equipped... 

An ability (.imbedded in tlte 
equipped item fan be used. 

II the item is unequipped, the 
ability can no I oilier be used. 



^: S Vidius 


%Lu*ky Seven 


When an ability 3s learned.,, 

I he character can use the 
learned ability even when the 
item has been unequipped. 



i 





It Depends on the Character 

the swine item is "equipped or, dtfferrnc characters, earn 
character will extract different abllilfes from that item,. Characters 
only extract abilitici lhat match I heir dormant abilities. 



TIP: You ran steal up tc different item* from the same tr-erf-v h\ usira Steal le pealed!y. 


ABILITIES 


LEARNING ABILITIES 

To learn abilities, you must earn the necessary AP (Ability Points) breach ability. Every' time a battle is 
won with the appropriate item equipped, APare added Lo each ability being learned; You can check 
the acquired AP in the Ability Menu (see below), or by pressing the© button in the Status Menu, 




I. Equip Ikm 

When you equip an Lk-an, you can 
see the amount of AP required to 
learn the new abilities, 


► 



2 . Acquire AP through Battles 

The acquired AT are awarded ro 
nil the abilities being learned. 



When the gauge.for an ability turns 
i(?d'apd thia mark appears, 
you have learned that ability. 




HOW TO READ THE ABILITY MENU 

A I 3 ; Represents Ibc; amount ol At- 1 acquired t left I, and the amount of AP necessary to leam 
the ability l right! The AP acquired termdTi erven il you ufiequip the item, allowing you logo 
back ;md finish idjmfekg the ability later 

Item; The icon lor the item from which you aie extracting the ability: 'When the ability is 
learned, the icon is no longer displayed. 



It Depends on the Character: #2 

Die amount ol AP necessary to learn an ability is different 
each character. Even with the same ability, seme characters can 
learn faster. than others. 


TIP; \\ hen you use Zidane's Retec; ability, the item that is the hardest to steai appears first, arid 'he easier, item to stea appears -aq. 


















































ABILITIES 


ACTION ABILITIES 

Abilities that provide a character 1 with additional commands are 
called "Action Abilities." With some exceptions, Action Abilities 
require Ml* to use. The abilities available are different lor each 
character. Some abilities change during Trance. 

Action Abilities car be recognized by a : red 
diamond-shaped slot with the letter "A". 

U st e d be I o w Eire s o me Ac l i o n Abilities. 




Example of Action Abilities 



Zidane (Skill) 

Zidane uses special bandit techniques, many o! which can be used to aid other patty 
members. His Action Abilities require less MP compared to those o' other characters. 

Flee: Higher probability ol escaping I rom battle quickly. 



Vivi: {Black Magic) 

Vivi uses the magic of the black mages, black magic, causes physical harm or 
in vokes' status effects. 

Fire: Causes fire damage. 



Steiner: (Sword Skill) 

Steiner uses the special sword techniques of expert k nigh Is: Many of these 
abilities lower the enemy's attack and defense power. 

Minus Strike: Reduces the enemy's HP by the difference between your max HP 
and current HP. -..TT 


TIP: Vi ris F'oi us command increases hi 1 .:. ma*lc power until The end cl battle, even if he is KO'd. 


ABILITIES 


SUPPORT ABILITIES 

Abilities that only function dining battle are called 'Support Abilities. ,f Support Abilities are 
equipped by distributing I he magic stones lhat I he character earns. The stronger 1 he ability, 
the more magic stones required to equip it. Support Abilities can be recognized by a green 
diamond-shaped slot with (he letter "S''. Whether learning or fully learned, 
a Support Ability cannot be used unless a magic stone is equipped in its slot. 

Try to customize your Support Abilities by analyzing (he situation at hand. 


Level Up 



Main Functions of 
Support Abilities: 


Prevent Status Effects 

Support abilities render 
certain status, effei is 
ineffective. 1 here are 
abilities that prevent Poison 
and Steep, far example 



iTH reuHt: Damage 

Inn eases damage 
when, attacking 
certain creature 
types. 


ABOUT MAGIC STONES 

Like MR the maximum number of magic stones increases as the characters level up. Equipping 
Support Abilities decreases the number ol available stones while unequipping them increases 
the number, S • T 






of attacks 


Auto-Potion. + Chemist = Battle in safety 

Wilh Auto-Potion, you automatically use a Potion when you are damaged. 
Chemist doubles the effectiveness of medicine. Combined, they reduce the 
possibility of HP reaching 0. 


EXAMPLES OF COMBINING SUPPORT ABIL |rrsl:rc * 

Protect + Counter + Eye 4 Eye = Increased number 

Counter allows you to Attack the enemy when physically attacked. With Protect, 
you receive attacks isi place of an ally, which then triggers Counter. Eye 4 Eye 
increases the chances that you will Counter the attack. 


TEE frib-jit’ the navigation map after board Iny; the .ihsMp. Press rhe O button aftei 
selecting a location, and l he airship will automatically fly you to the selected spot. 
































ABILITIES 


HOW YOU USE ABILITIES IS UP TO YOU 

It you only need to use abilities temporarily)-you only need no equip items that correspond to those 
abilities. However, to use abilities freely, without having to worry about equipping items, you must 
learn them. The ability management system is one of FINAL FANTASV IX's most enjoyable features. 
Rased on the descriptions below, try finding a method ‘.hat matches your playing style. 



Situational Method (Quick) 

Only equip items with H-kllls appropriate to the 
situation. You don't have to light many battles, 
because you don't need to worry about AP. The 
downside is that you must carry li large stock of items 
in order tu u&e the desired abilities when you need to. 



HINT Change equipment to male, h your enemy's 
strengths and weaknesses. 



Basic Method (Standard) 

I .earn useful abilities such w life, Loudmouth, and 
Alert, and use other abilities by switching items: You 
will need lo consider carefully which abilities to learn, 
bul this is the most basic way to move forward. 

HINT: Carefully study which abilities you need to learn. 



Diligent Method (Thorough) 

t cam all the abilities from every item you obtain Yon 
must light more battles, in order tbgain the required 
Alt However, nnceyou master your abilities, you 
should be able to proceed towards the end without 
too much trouble. 

HIN I: Fight many battles, and be patient. 


I IP; When all Lillies have ihp Reflect effect, use a magic attar k lhat damages all allies 




ABILITIES 


ADVICE ON USING ABILITIES 


Advice 1: Use Scan 

Use Scan ro examine the enemy's weaknesses. Your attack will be more effective if 
you use abilities that torgei ils weak points. II you have no! mastered any appropriate 
abilities, you can equip items that extract those abilities. 


: : 




Advice 2: Consider the Combination of Items You Equip 

Fqi example. =1 an Add-on and a weapon that can extract the same ability arc 
equipped at the same time, the amount of AP dtetfihulMl to thai ability is doubted* 
so it rakes less time to learn that particular ability. On the oilier hand, if there is no ■ 
reed to leam tha: nhiliiy, equip an item that extracts a different ability, and increase 
i he number of abilities you can use. 


Advice 3: Use Shops and Synthesis Shops 

You can obtain powerful items by combining stocked items in synthesis shops or 
the m in shops. Check nil items thoroughly belone selling or synthesizing Items, since 
they may still have abililies that have nut been learned. Also, consider the current 
acquired Al J ol abilities being learned before equipping new items 

Synthesis Shop 

To use I he synthesis shop, you must have enough Oil and at least two items that wifi serve as raw material. The items 
being used as raw materials will disappear from yuu:i Inventory, so think carefully before making a decision 
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TETRA MASTER CARD GAME 


^Tetra Master" is a card game famous throughout the FINAL FANTASY IX world. Approach a rharadei 
and press the *Si button to challenge him to a game. NOTE: Not all diameters will play cards. 

BASIC RULES 

You and your opponent each place cards alternately on a 4x4 field. As shown below, you can turn 
over your opponent's cards and make them your own, depending on where you place your cards. 

The player who has the most cards showing on the field at the end wins the game. 

Allow if )n ; m ihe foil owing i;A.vr\i>le:;. iK; him? cards mo you Hi. anti l he ied me your opponent^, The hand kori indkaces 

vntiLdn card has just been placed on the Held. 




The Basics; 

You flip an opponent's card when an arrow or. your card points towards one of your opponent's cards, 


Card Battle: 


*0 PEE 



if un nuovv on ypyi c.nrl is In-cir’y, ;ui ;iimw on I he opponent's card. the cards will "oaLtle. The numbers 
tliiit Appear on the two cards arc subtracted Itom each other, The card left with the higher number wins. 


Combo: 



When you win a curd battle, any cards targeted by ihe arrows of the card you just flipped are also Hipped. 


Card Ability Points 

Every card lus a set of numbers and letters that represents Ihe strength of the card, 
which tomes into play eating caid battles. Generally, the higl'-ei the number, the 
stronger tire card. Try to figure out ihe effects of numbers and letters on each card. 



TIP': You can rcl Cd-ii moie than Knj cards Discard the extra ca-ds vgu awn by accessing the Card Menu in the Main Menu. 


r 


TETRA MASTER CARD GAME 


CONSIDER DIFFERENT STRATEGIES 

There are many strategies tor winning card games. Different playing fields and different cards in your 
hand call for different strategies. Two different strategies are described below. 

Protect Yourself with Arrows 

Place: the: yifos ■ > I your ;nn\ i; nl don't have arrows against the sides and corners of the playing field. This way,' your curds will 
not get flipped unless yon lose n card battle. 



Aim for a Single Counterattack 

Even if your curds' ini; lipped over by your opponent, you can nke I horn back by turning them over with a powerful card 
You can also lorn overall of your opponent's cards at ihe end of a game by using n combo technique. 






Acquire New Cards by Winning 

When the game is finished, the winner receives one of ihe opponent's overturned cards, 
win by oven Liming, all of your opponent's cards. you have played h Perfect 
claim all live of yocn opponent’s cards; Oil the other hand, il your opponent 
you tb&e nil five of your cards. 



TIP; if you lose a card game, you fan try to take bock the raids you lost by chi ! ending that opponent again. 
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CHOCOBOS 


Chocobos arc large, bird like creatures that can be used to travel on the world map. While riding a 
Chocobo, you will nor encounter random enemies. As your chocobo's abilities increase or evolve, 
you can use it to explore additional places. 


PLAY "CHOCOBO HOT & COLD” 





If you encounter a chocobo, not only can you use it as a means of transportation, but you can also 
play "Chocobo Hot & Cold" by entering a specific location with a chocobo. "Chocobo Hot b Cold" is 
a mini-game (you need Cil to play) in which you dig up buried treasures. II you are lucky, you might 
d iscover ra re a n d va I u able i le m s . yj y. 


Increases.,. 

a cliocabo's b-eak level Increases. :s abltitjr td dig hales improves 


level increases. I lowever. there are either' 
level ,.. 


Find a chocobo and ride it to a 
specific location. 


l ook tor items 
' Chocobo Hot & Cdd'l 


TIP: Po i its acquired n ■'Chc'.cba Hoi!- Cold' fan be traded lor precious iterr?. 



PLAY "CHOCOBO HOT & COLD" ON THE WORLD MAP 

W'hcn you are playing "Chocobo Hot € Cold/' you may dig up an item called a Chocograph 


CHOCOBOS 


A Chooograph is a map that indicates (fie local ion of a treasure. Find the same terrain and location 
indicated by the Chocograph on (ire World Map. You might find a treasure if your chocobo digs in the 
right area, Why not take a break from the story and go on a treasure hunt? 



Map 


Evolve Your Chocobo by Hunting Treasures! 

Youi chocobo may evolve as yon hunt, for treasure. An evolved chocobo can travel over terrain 
that knot otherwise accessible. As a result, you wilt be able lo find additional treasure, 



! j 1 : Is^r-c* - 
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How lo Read the Chocograph Menu 

Abilities that your chocobo has n aim red 


t Abilities nin try^irif' to find Uousmc.: fua the 
selected Cluxograph 



TIP; During the play, you i.r, realty impress the audience by performings sword Fight without an> mistake? 
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SIDE QUESTS 


As you play, you will find many side-quests that are not directly related to the story. You do not have 
to seek out or compile these activities in order to complete the game, but they may provide you 
with additional chalk: nges -- or s ped a I re wa rds. . . 

USE MOCNET TO HELP MGOGLES COMMUNICATE 

When you select Mqgnet after speaking to a moogle. you may be asked to deliver a letter, 01 be 
shown some letters addressed to Zidane To make proper deliveries, you must remember tire names 
and whereabouts of the mouses. Once you complete a delivery, you can read the contents ot the 
letter. Be aware that some moogles change location as the story proceeds. 
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FIND TREASURE SCATTERED AROUND THE WORLD 

You will meet various collectors on your journey, tie a treasure hunter, and find the items these 
collectors want. Who knows? They might give you something in return. 


Steliazzio 

An aristocrat is collecting the St el la?,do coins. 
There are over ten coins, each one engraved with 
the name of a constellation. 
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Coffee Beans 

A coffee lover is searching for the finest beans. 


i r*~ 


OTHER WAYS TO ENJOY 


m 


GAME 


Beyond following the storyline, ihere are other activities to enjoy in FINAL FANTASY IX. 
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MASTER THE MINI GAMES! 

In addition to the Telra Master card:game and /'Chocobo Hot Si Cold,'- there are marry other challenging' 
mini-games. You may be able to obtain precious items depending on t fie outcome ol the games; 




Jump Rope 

LiiiuJiilly L i i iif yuui Pultun plesh.cS 
to jump ropv. As you continue n> jump, 
rtii:: timing will become moie ditticull, 


Frog Catching 

C, lie: i I lie Iru#, llley jump unto 

tho Ij.irik'- of '.he swHrnp. I tiu Si A: 

Mini l;i : 1111 lit i?f V. fro&s Wiy.. 


BECOME A COMPLETE COLLECTOR! 

If you want re explore the game inside out. try collecting all 
the cards, abilities, and items. Your collector's level: increases 
as you collect more cards. Try for die highest, collector's level! 


oee^y-j 
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Finally,., 

Many elements of FINAL FANTASY IX have: mot been included in this manual. 
I 'lay die prne multiple tiroes io discover many now ways io enjoy llu; game. 


TIP: When you ptay the jump-rope mini-game, press the button just as you land 
Beware: The i-.;mp<ng intervals change after the 2P0th lump 
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Fo r <i period ot ninety [90} days Irom fi! dale of purofiase, Square Eleclronic Arts L l. G (SOEA) warrants' let the oiigina p irohasrir □( this SOEA 
sotlWiiri! product that the medium on which Ihis computer program is recorded is free from de'ects in materi.ils and workmanship. SOEA agrees lor 
A period or nineTy 190) days from Hie duto oi purchase, tu either repair or repiaue, at Its option, iree ol charge, any SOFA software product that-dues, 
not meet the above wauauty, postage paid, with proof or purchase. Mrs warranty it no! applicable lt> normal wear and Tear; I his warranty shall not 
he applicable and shall be void il We delec! in Hie SQEAsoltwiiie producl tras ari&efl through abuse, unrsasomhli use, mislreahiienl or neglect. 


LIMITATIONS - The above war ranty in in lieu or nil otter warrLiitia^, and no other representations or claim® ol any nature shall be binding on or 
obligate SOEA. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY. 

COURSE OF DEALING IN TRADE AND FITNESS FQR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY |90) DAY PERIOD DESCRIBED: 

ABOVE. IN NO EVENT WILL SOEA BE LIABLE FOR ANY SPECIAL. INCIDENTAL DR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION/ 
USE OR MALFUNCTION OF THIS SOEA SOFTWARE PRODUC T. Some stales do not ct ow limitaltorts ac- to how long an irnplieu Warranty laiits and/or 
axchsions or liniitations or incidooial v,i r:n^<:giienrial da mages so ih« otHjve rim nations nrulAi' «vcr:i:.is'ons of liability may not apply to you. Thi^ 
warranty gives you specific rights, and you may also have other rights that vary from state io slate. 

NOTICE - This manual and the software described i l this manna are copyrighted. AH righls in the manual and the software are reserved. No part ol 
this marnu oMk.e described software may be copied, reproduced, translated, cr redtweed tu any electron k; medium cr machine-readable term’ 
wrlhoui the prior written consent ol 50EA. 1 tie described sollware may not be reverse engineered, decompiled or otherwise disassembled. 

RETURNS WITHIN 90 DAY WARRANTY PERIOD - To replace defective media within ihn RO rlay warranty period, send the detective media, a copy rif 
the original sales receipt, a reium address, and ra small note describing the difficulties you are experiencing to Cjectronic Arts Customer Warranty; 

P.U. Bur 9025, Redwuoo Cily. CA 94C9S-I3CI25. II you have warranty questions, you u;m also cunlact Custumer Warranty at 

(6BB) B2S-19LW, las [BBT!) B2-B-5999. Honrs ol uperahon: Monday - Friday. B BGam - 1 1:45arri arid 1pm - 4:30pm, Pacific Standard 1 >rrie. 

RETURNS AFTER WARRANTY - To replace defective media after the ninety [001 day warranty period has aspired send the nriginnl CD to ihe 
Electronic Arte' address above. Enclose a statement of the detect, your name, your return address, and a check or money order tor $15: •/ 

REPLACEMENT MEDIA ~ The n&ove provisions apply to any reptacentent media or software provided by SQFA liereuiittei.' ihdudlng the above . 
WSirai'lins ..tod In Hilarious. j. /' •":■!./' j:, ’ : 


TECHNICAL SUPPORT - For lorlimun Support questions, you can call (714} 4?S 0599 RepresenlartivK ire availably Monday- Friday ham - 5pm, 
Pacific Standard Time. - Z ■ • ; "j, 


SQUARESOFT GAME TIPS 

Game lips are available tor all SQUARESOFT PlayStation 4 ' game console titles: 
u s : 1-900-407-KLUE (1 -900-407-5583) $.99,''m in. Aufomated Tips. $1.35/min. Live Assistance. 

Cariada: 1 -9 D D-4 51 - K L U E (’ 1 - 4 JU0-4ij 1 - ) $ t .50,''m in. Automated Fi p son ly. 

Prices subject lo chanfle without notice. Callers under 18 years of yye must obtain permission from a parent or guardian 
before calling. Game lips are available for callers within the IJ.S. and Canada only. Touch-tone phone required. Live 
assistance is available tor SQUARESOFT titles published on the PlayStation game console only. Game counselors arc 
available Monday-Friday, 8arii-5pm, Pacific Standard Time. Automated support is available 2 A hours a day, 7 days a week, 

SQUARESOFT Online 

Shop online or register lor upcoming sweepstakes, prizes, and more at www.squaresoft.com! 










